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BEYOND THE 

S tep throjgh the Megicel Mirror of Mercetanius the Fair, 
dwarvish merchant of TalleymarW You will step into a 
series of strange adventures, where a one-eyed statue 
demands the return of his other eye... a pair of 
unscrupulous vagabonds would steal all your treasure ... a 
bizarre and misshapen creature grunts its name, but will say 
nothing more . . . and a towering fiery monolith offers great 
power - or an even greater doomi If you are the hero you 
think you are, you can face them all in the Mirror Marathon, 
solving each situation in sequence. Will you reach the end, 
or cry 'Enou^l"? Only you can learn the truth when you 
step beyond the silvered pane 

BEYOND THE SILVERED PANE is a solitaire adventure suitable 
hr r'ndfvtduaf characters of any type or kindred, with up to 70 
combat adds. Spell-casters will lind their options very 
fimited, but some magic can be used to good effea. 
Recommended for Jst to 4lh level characters. 


BEYOND THE SILVERED PANE Is Solitaire Adventure IS 
designed for use with the Tunnels & Trolls'*' rules system. 
YOU will need the Tunnels & Trolls rules to play this game. 
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JTt road! Plenty of fresh air. sleep 
ing under tte stars, new sights 
to see wtth every passing mile. 
While passing through the remote province of 
Myre, you Qndapleaaantlnn to spend thenlght: 
a rahty In these parts. Alter spending a gold 
bekkat and three silver kabbobs on a mug of 
cider and abalfa roast fowl you settle down for 
a relaxing evening. 

Sudden^ there Is a pain-racked scream from 
Just outside. You rush out of the Inn, only to 
Qnd an older adventurer gasping for breath by 
the side of the road. 

Ihe culostsr He gasps, as his life ebbs away. 
"You have to finish iny mission. ..Take this key 
and map, do whatever you have to. but stop 
them fr^ from getting the Phoenix Scroll]' 
Those are the last words he ever utters. 

Looking at the map you can feel in your bones 
that It will be rough going. Even the terrain 
looks deadly. Somehow, you will have to find 
the Phoenix Scroll and hide it somewhere the 
culQsts can not follow - - 






by Michael A. Stackpole 



Red Circle 

Just beamg ihe name sends a chili down 
TOUT spine. No one is quite cetiain ahy 
mese nonnaUy friendly, Ciibal nomacu 
have become savage taidm. but tie 
Moody evidence of their marauding can 
be seen ihroagbout the region. This 
would not nonnally disturb you, but 

E ir wanderings have drawn you into 
besieged bolding of Baiw 
Vaidemar. 


The Baron doesn't seem to be that bad a 
sort, but the folks in his emplov lack 
certam manners. The Baron niakes you 
an offen eliminaK the raiders, and ItcTl 
make you richer than you could possibly 


Sound too °ood to be true? It probably 

is. Though the Baron forgets to mentiaa 

it, youTT socai discover nis offer has a 
number of “fine prinl” clauses that mell 
danger for any adventurer foo^ 
enough to accept it. The Baron doesn't 
really worry about that, though, because 
your only alternative to accepting his 
offer is death. 

But who wants to live forever, anyway? 
If you do. you'd best keep away ftotn 
the 

RED CIRCLE 


This sn tiiMT g adventure is ssilaUe for lo^vidoal humanoU alvcnrurers 
of any levd, with no mere than fiO persmal adds. It is not coeant to be 
read ifmxigh like a book — that spcdl the adventure. Read each 
paragr^b only sdiea you are instructed a> do so. 

J?etf Gnrie is Stditaiie Advature #21 deggned for use with the 
Ttmnds and TrefisT** gtone system. You wiH need Ae T&T™ tules to 
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One oftue most powerful, 
most dread of ancient demons, 
the name conjures nightmares 
'6H4ft the brave. Three centuries 
ago Sxelba annihilated the proud 
- race of the Sallcti people. But 
before the last few perished, the 
created an amulet to banish 
' Sxelba and his horde of foul 
worshipers. For centuries, the 
world has been free of this evil 
demon — until nowi 



Sxelba, destroyer of the Salktl, has returned from exile. Renewed 
devastation follows where he walks. The only hope of the world lies In 
the recovery of the magic amulet, lost In the ruins of the great salktian 
city. The ruins are under your home of Freegore — and Freegore may 
soon fall into Sxelba's destroying handsi You must delve Into the Salktian 
ruins to free to the world from this hideous scourgel You must regain 








captured by your master's foe! 


T he journey to rejoin your commander. Due 
Castar d’Alcene, was uneventful, even idyllic. 
Your thoughts were all of the glory to be won in 
the Due’s service, and you hardly noticed the 
dismal road to Lac Lamarran. Neither the eerie 
countryside nor the unfriendly villages could break 
your sense of security — you weren't prepared for 
the ambush. 


T aken by surprise, robbed of any chance to fight, you were made prisoner deep in 
the castle, chained by the evil Due de Binaire. Left to rot in a filthy cell, you have 
only your wits to help you escape the strange Castle d'Yvoire. Eluding the guards and 
servants will be difficult, but worse yet may be the dark forces rallied by the Due de 
Binaire! You must confront them or remain a prisoner forever, just another 


Captif d’Vvoirc 

This solitaire adventure is suitable for play by single humanoid characters no higher 
than Level 4 with less than 80 combat adds. A Magic Matrix is included for magic-users. 


Captifd'Ymire IS Solitaire Adventure t19 designed for use with the Tunne/sandTroWs' 
game system. You will need a copy of the Tunnels and Trolls rules to play this gamel 
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The proclamation has gone out 


"Here ye, hear ye, adventurers one and alll Will you attempt 
The Came, a competition like none before? Are you fast enough to 
dodge razor-sharp blades? Are you quick enough to evade the 
fangs of giant serpents? Are you brave enough to venture through 
a gauntlet of doom that will challenge every fiber of your being, 
strain every portion of you beyond any point it has gone before; 
tire you, then force you to press on even further? Only die strong, 
the quick, and the courageous have any hope of facing The Game. 

Can you collect the reward: your weight in goldl Are you 
reckless enough to enter The Came, and smart enough to achieve 
victory? Are you a winner ... or a cowardl" 

Let those who dare enter the cont^t offered by the 


GAMCSMCN of 



This solitaire adventure is suitable for play by any single humanoid rfiararler no 
larger (han twice the size of an average human. Hooved creatures fcentaurs. 
satyrs, etc.) should not enter for structural reasons, and no character may enter 
with more than J10 combat adds. 

camesmen of Kosor is Solitaire Adventure fl7 designed for 
use with the Tunnels & Trolls'” game system, you will need the 
Tunnels & Trolls rules to play. 


ISBN 0-940204-17-9 
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a solitaire adventure 
for Tunnels & Trolls™ 


T he drunken nobleman in the 
brothel in Kasar had insulted and 
attacked you, so you spilled his guts 
in self defense. But how were you to 
know that the perfumed young rake 
was the only son and heir of Grand 
Duke Karl Bronzo, the Tyrant of 
Kasar? You were lucky to escape as 
the furious noble's servitors turned 
the city upside down in their efforts 
to capture you. You fled eastward 
until fatigue compelled you to stop 
here in Burnley, on the border of the 
legend-haunted Mistywood. 

Nothing but weariness would have 
made you stop here either, in this run- 
down and ramshackle excuse for a 
town. At least the inn was still open, 
but at midnight an awful howling 
outside wakes you from a nightmare in 
which a hideous, dog-faced demon 
pursued you through some black and 
evil forest whose leafless branches 
clawed and groped and gashed at you. 
No one knows what horrors lurk in 
the heart of the Mistywood - but 
with the Duke's men hot on your 
heels, you have no choice but to 
journey there! 


Produced by Flying Buffalo me. 
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a solitaire adventure 
forTunnels&Trolls™ 


A : the end of the day you come upon a small country 
tavern near a dark forest; over the door is hung a 
wooden sign with a blue frog painted on it. You enter 
and ask the bar man about the local gossip. He tells 
you that the local order of Red Robed Priests have 
been swarming over the countryside, questioning 
strangers. The accursed Priests have been causing 
trouble, and their actions have hurt the tavern 
business. The barman also tells you the new tavern 
owner is looking for a sword for hire. 

Team up with Quartz the rock demon to recover the 
magic Blue Frog Amulet. The work is risky, the danger 
great — but the rewards are well worth the trouble! 
(Just watch out for those Red Robed Priests . . .) 

Produced by Flying Buffalo inc. 

ISBN 0940244-15-2 Product Number 8115 
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ARENA OF KHAZAN 
is NUMBER 12 in 

FLYING BUFFALO'S SERIES OF SOLO DUNGEON ADVENTURES 
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I. BUFFALO CASTLE by Rick Loomis 

2. DEATHTRAP EQUALIZER DUNGEON by Ken Si. Andre 

3. LABYRINTH by Lee Russell 

4. NAKED DOOM by Ken Si. Andre 

S. DARGON’S DUNGEON by Bill Kan 

6. WEIRDWORLO by Keilh AbboII 

7. OVERKILL by Mike Brines 

8. BEYOND THE SILVERED PANE by James & Sleven M.irciniak 

9. CITY OF TERRORS, The DeluaeSolo Dungeon, by Michael Siackpole 

10. THE SORCERER SOLITAIRE by Walker Vaning 
n. SWORD FOR HIRE by James Wilson 



DUNGEON OF THE BEAR (Level I) by Jim "Bear " Peiers 
DUNGEON OF THE BEAR, LEVEL TWO by Jim "Bear" Peiers 
DUNGEON OF THE BEAR, LEVEL THREE by Jim "Bear" Peiers 
UNCLE UGLY'S UNDERGROUND by Ugly John Carver 


FLYING BUFFALO INC- 
P.O. BOX 1467 
SCOTTSDALE, ARIZONA 
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This Is the most clever and extensive T&T 
adventure yef 

KENSTANDBE 
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THE COMPLETE FANTASY GAME 



You have in your hand all you neefl to ploy the Tunnels 
ondTrolls complete fantasy role-playing game! Asa 
Games Mosieryoudirectyourtnends through the deadly 
labyrinths that you have designed fortheirevening's 
entertainment: this book will give you the framework of 
how to create complete fantasy characters, use combat 
and magic with simulated dice rolls, /ouwlll be the 
master ofolltheiractions! 

The World of Tunnels and Trolls Is one where you leod 
your players through dank dungeons, where there are 
deadly trapsanddire monsters at every turn, where 
death lurksin cobwebbed vaults alongside undreomt-of 
treasure, where sword clashes with shield, where arcane 
magic burns the underground air with strange energies. 




I THE ORI^NAL SOLO ADVENTURE W| 


GAMESMEN OFKASAR 
ANDMISTYWOOD 


ATunnelsand Trolls 
Two-in-One Adventure 


Gamesmenof Kasar 

Tne Proclamation nos gone out, daring you to enter the 
Qungeon olKosar. You will win yourwslgnt in gold It you 
Dottle through to the end ol it. but ate you tost enough to 
dodge rozor-shoip blades, quick enoughtoevodethe 
tangs of giant serpents and Praveenougntopass 
through the Gauntlet ol Doom? 

Mistywood 

You are on the run from Kasar, accused ot killing the 
Giond Duke's sort: nothing would have mode you slop at 
the village of Burnley on the edge ot the evil and 
legend-haunted Mistywood oporttrom the onset of dark 
nigniond extreme hunger. You woke from a nightmare 
In which a hideous dog-laced demon had been ctiosing 
you through mist-wreoihed woods. An eerie howling 
shatters the quiet of the night. It comes from Mistywood: 
will you enter It tomorow or allow your pursuers to catch 
up with you ond letuin you lor execuhon? 


Flndoum Two-In-One Adventure Book, with complete, 
eosy-to-ploy rule system. 








The isle or Damsmoica 

The Dome Level 

SCALE: 1 square - 7.5’ 




S water 
M Normal Door 
H False Door 
H Arenway 
^ Movame walls 
Cryijnglil e I«< fVrg 8u»4fe nc. y 


M Stonewalls 
N secret Door 
1^ cursed Door 
IhI Secret Cursed Door 


} phorocopy tfn map fer personal use erW- 



Th» isla of Dorksmoko 

The Nameless village 
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Journey to ttie fabled land of zind, to 
the enchanted isle of the mighty 
yyarrlor-wlzard oarksmoke, an ancient 
and subtle master of arcane arts and fell 
toxins. The Inhabitants of the Nameless 
village shudder to hear oarksmoke s 
name, even though they live their 
Insignificant lives in the shadow of the 
great mountain that covers oarksmoke's 
mysterious halls. Only the clever, the 
stout of heart, and the strong-willed 
ones pass the Swirling Forest to reach 
the Dome of oarksmoke. 

Ahd fewer yet return . . . 



TUNNILS * TROLLS CHARACTER 



cold Pieces: o 
weignc carried: ran 


Kindred: Dwarf 
Personal Adds: 


Height: V6- 
welglit 140 lbs 


Armor: KnuhTl Shield WelgnC: 450 Cost 65 HItS: 5(doijbled forwjtisoc) 
Languages: crwarvish, Comiron 


TUHNILl A TROLLS CHARACTER 

Name Kindred; Human Class; Warrior 

ST:i! CON: 16 Personal Adds; 1 Helgnos's" 

10:10 DEX: 11 WelgtltirUlln 

LK:1i CHR: 9 

Cold Pieces; 0 
weight earned: 430 

cost: 75 weWxt 100 Dire; 5* Adds; 0 


Armor; TarBSlShi^d weight- 3Cn Cost 3S HIB: 4 {doubled lorwamoi) 
Languages: common 

Otner; Clothing & pack, one day's provisions 


TUNNELS A TROLLS CHARACTER 


Name; Kindred: fairy class: Warrror 

ST: 2 CON: 1 Personal Adds; 5 Heights' 

10: 1U DEX: 10 Weight I ti. 

LK: 10 CHR: 20 

Cold Pieces: 4i 

weight Carried: iM 

Weapon: BaghNakh 

l^t: 30 Weight: IS Dice: 1 Adds: 0 
Weapon: Mrsencorde (range if Ihiown: 10 yards) 

Cost: 14 weight: ia Dice: 2 Adds; 1 

Armor: 

Languages: Comman 


TUNNELS A TROLLS CHARACTER 


Languages: Ci 


lor weight: lOOCOSt: so Hits: 6 (doubled lor 


TVNNtlS *1 TROUS CHARJItTKR 


STM6 CON: 72 

H):10 on: 11 

IK: 17 CHR: 8 


Kindred: !>.«:< 
Penolul Adds: i 


Heigiit: J J' 
weignt isoIk 


Weight carried: too 




other; Clolhins & pMl;. on 


cold Pieces: is 
weight carried; it 
weapon; Hool Tod 


: A TROLU ClWRACtRR 

Kindred; Human CliSS; Bogoa 

Personal Adds: s Height s’ s* 
weignt mt» 


< (Bar>ee K lhro<m: 10 r>rd>) 
Weight 7S wee: * Adds: s 

weight 25 Wee: 2 Adds: s 


Languages: Comnnn 
Magic; 

OtMT; Oodimg * pact, one day's piowloni 


TufJfJELS & TROLLS” 

Player character Pack 

These characters have been created and equipped by 
following the instructions given in Section One of the 
Fifth Edition of Tunnefs & Trnlls. The weapons are. in 
general, the best the characters could afford. 

Before you send these characters out into the world, 
you may want to equip them with additional weapons, 
armor, and supplies. 


TUttNIU A fROiU CHARACm 

Name- Kindred; Hot** aast Hoeue 

ST- r CON: 18 Personal AddS: 3 Neigntro' 

Ktll oex: IS «mthnaaar:6) Weight « h 

U: 14 CHR: 10 

cold Pieces; <o 
weight carried: 13S 
weapon; Sai 

cost » weight 25 Wee; 2 Adds: $ 


Armor Madu weight 20 Cost is Hits: i Offen st se : idn 
langueges: Commoa HotM 

Otner Clexhint 8 pact one day-> provarans 



ATunnelsand Trolls 
Two-in-One Adventure 

Captifd'Yvoire 

Taken Qy surprise, tobQea ol any ctiance to tigtit, you 
were moaeprisoner deep mine castle d'Yvoite. You weie 
chained upond left torollnatilthy cell younoveoniy 
yourwitswilh which to escope yoursinisterjailers. 
Bcniing pastthe guards may betotol. but worse will 
come when you come face to face with the Dark Forces 
tollied by the Evil Duke! Fight them, or remalnlotever in 
the dark dungeons ot the castle! 

Beyond the Silvered Pane 

Stepthrougnttie Enchonled Mirror olMorcelonlus, 

dwarfish merchantol the City otTaileyrrark! Entera 

world wheie magic and strife ore your lot: borter or bottle 
withdragons.llvingstotues, bandits and behemoths. 
Wlilyouligmmroughlothe endotyourquestorbe 
vonqulshea by youi toes? 


f/ndoi/tIninisTwo-ln-One Adventure Book, with complete, 
eosy*to*plQY rule sysiem. 



THEORiGINALSOLOADVENTURE | 


SWORD FOR HIRE 
AND 

BLUE FROG TAVERN 


ATunnelsand Trolls 
Two-In-One Adventure 


Sword forHire 

J that Mongo the Wizord . .. „ 

Sword for Hire: the tower that he has recently ocqoired 


zebeneaththegroundardfnOon 

you win the mogic sword that Mongo Is ottering you to 
complete your mission? 

Blue Frog Tavern 

Little did you know when you came across the inn 
standing Ota crossroads by adark wood that you would 
be plungedintoa bitterstruggle within minutes ot 
enterirg;firsltherewastheflgni between an ouicastTroll 
onda blue-eyed rock demon, next sinister red-robed 


Flndoulin this Twa-m-One Adventure Book, wiin complete, 
easy-to-ploy rule system. 
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